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P R N A 


HE Game of Whiſt is ſo bap- 

pily compounded betwixt chance 
and fill, that itt is generally | 
efteemed the moſi curious and en- 
tertaining of the cards, and is 
therefore become a : favourite amuſe- 
ment to perſons of the firſt conſe- 
quence, and the moſt diſtinguiſhed 
abilities; the great variety of 
hands and critical caſes art Yang from 
ſuch a number of cards, renders 
the game ſo nice and difficult, that 
much time and practice has here- 
gore been neceſſary to the obtain- 

ing 


rn 
ing a tolerable _ of inowledg 0 


in it. 
. The following maxims were be- 
gun by way f memorandums for 
| private uſe, and are publiſhed with 
.a defign to inſtruct beginners, to 
affiſt the moderate proficient, and, 
n general, to put the players more 
-upon equality by diſclofing the ſe- 
 crets of the game. N 
The author pretends not to. 
teach thoſe who are deeply filled 
in the art of Whiſt, but hopes ib 
merit their indulgence, and profit : 
by their admonitions, ſo as to cor 
rect what is amiſi, and imprave x 
hat appears imper feet. 
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LE ADE * 
nee with the fait 
of which you Have 


KB 
k. N moſt in number. 
= For when the trumps are out, 

you will probably make N - 


| tricks in it. 


2. If you hold equal — | 
in different ſuits, Py with) 1b J 


#t angelt. | , : - | 
a 8 — F | 


2 LEADER. 


_—_—__ Mt. ——— . ͤA— .  E n 
p s 


Becauſe it is the leaſt liable to 


injure your partner. 


3. Sequences are always 6g 


Jeads. 
"Becauſe they fupport your 
partner's hand, without 1 9 ly 
your own. 
4. Lead from a King or Queen, . 
rather than from an Ace. 
For ſince the adverſaries will 


Tad from thoſe faits which you 


do not, your ace will do them 


| moſt harm. bY | , 


3 Lead from a 7 oe 7 
lon from a Queen, and from a 
Queen rather than à Knave. 


F or the ſtronger the ſuit, the 


leſs is your partner endanger- 


Mer pw” ; 
6 6. Lead 


An EBA, 


6. Lead not from Ace Queen, 
or Ace Knaur, till it becomes ne- 
ceſſary. 

For if that fait is led by the 
adverſaries, you have a good 
chance of making two tricks 
in it. 


7. In all ſeguences to 4 Queen, 
Knave, or ten, begin with the 
higheſt. 

Becauſe it will frequently diſ- 
treſs your left hand adverſary. 


| 8. Having Ace, King, | -_ 
Knave, lead the King. 


For if ſtrong in trumps, you 
may wait the return of that ſuit, 
and fineſs the Knaye. 


9. Having Ace, King, and 
B 2 one 


— — 
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| 4 L EAD E R ; 
| one fmall card, lead the ſnall | 


One. 


For by this lead your part- 
ner has a chance to make the 
Knave. | . 
10. Having Ae King, and two | 


or three Jmall cards, play Ace and 
King if weak in trumps, but a . 
card if firong in them. 


For when ſtrong in nan 


you may give your partner the 
chance of making the firſt trick. 


11. Having King, Queen, and 
one ſmall card, ploy the Small 
one. | 

For your partner * an equal 
chance to win the trick; and 


you need not fear to make King 5 
N n | 


This 


LEADER. Y 


This caſe is very do ubtful—far 
if an under card makes the firſt 
trick againſt you, the Ace makes 
the ſecond, and your remaining card 
runs great riſe of being trumped, by 
which means you loſe every trick in 
that ſuit. King, Queen, and one 
ſmall card, is not an adviſeable ſuit 
to lead i from, if you have ny rler 


tolerable ſuit. 
12. Having King, Queen, and 


% or three ſmall cards, lead 4 
ſmall card if ſtrong in trumps, and 
the King if weak in them. 

For ftrength in trumps inti- 
tles you to play a backward 
game, and to give your partner 
the chance of winning the firſt 
trick; but if weak in trumps, 

B 3 | 3 


6 LEADER. 


it is neceſſary to ſecure a trick 
in that ſuit, by leading the King 


or Queen. 
13. Having an Are with Aur ; 


\ ſmall cards, and no other good 
ſuit; play a ſmall card if ſtrong 
in trumps,. and the Ace if weak. 

For ſtrength in trumps may 
enable you to make one or two 
of the ſmall cards, altho' your 
partner thould not be able to- 
ſupport the lead. 

14. Having King, Knave,. and 
Jen, lead the ten. 

For if your partner holds the 
Ace, you have a good chance of 
making three tricks, whether * 
paſſes the ten or not. 


15. Have. 


LEADER. 7 


5 Having King, Queen, and 
ten, lead the King. 
| For if it falls, upon the return 
of that ſuit from your partner, 
by putting on the ten you have a 
chance of making two trieks. 


16. Having Queen, Raue, and . 
nine, lead the Veen. 


For upon the return of that 
ſuit from your partner, by put- 


ting on the nine you will pro- 
bably make the Knave. 


SECOND HAND. 
| 1. Having Ace, King, and : 
ſmall ones, play à ſmall card if FD \ 
firong in trumps, but the King if 


weak in them, 


S 


8 SECOND HAND. 


For otherwiſe your Ace or 
King might be trumpt in the 
latter caſe, and no hazards ſhould 
be run with few trumps but in 
critical caſes. | 


. Having Ace, 3 ant 
ſnall cards, play a ſmall one. 


For upon the return of that 
| ſuit you will probably make two 
tricks. 


3. Having tie, Khave; and | 
Small cards, play a ſmall one. 


For upon the return of that 
ſuit you will OED make two 
tricks, 


4. Having Ace, ten or. 1 


SECOND HAND. * 
with ſmall cards, RT 4 ſmall 8 
one. 
For by this- method you have 


a chance of making two tricks in 
the ſuit. 


5. Having King, Queen, ten, 
and ſmall cards, play the Queen. 


For by playing the ten upon 
the return of the ſuit, you will 
probably make two tricks in it. 

6. Having King, Queen, and © 
ſmall cards, play a ſmall card if © | 
\ ſtrong in trumps, but the Veen 1 „ 
weak in them. 

For ſtrength in trumps war- 


rants Playing a backward game, 


10 SECOND HAND. 
and 'tis always advantageous to 
keep back your adverſaries ſuit, | 


7. 1f you hold @ ſequence to your , 


578200 card in the ſuit, play the 
Foweſt of 1 it, | 
For by this means your = E 
ner is informed of your ſtrength 1 
in that ſuit. 2 


. Having Queen, Knave, and 
' ſmall ones, play the Knave. 


| Becauſe you will in great pro- 
bability ſecure a trick in that ſuit. 


9. Havin g Queen, ten, and | 
ſmall ones, play a ſinall one. 8 
For your partner has an equal 
chance to win the trick. 


10. Hav- 


SECOND HAND. rr 
10. Having elther- Ace, Ning, 
Queen, or Knave with 1 cards, 
Play a ſmall ne. 
For your partner has an equal 
chance to win the trick. 
11. Having either Ace, King, 
Queen, or Knave, with one ſmall 
card only, play the ſmall one. 
For otherwiſe the adverſary: 
will fineſs upon yo. in. that 
ſuit. 


12..1f a Queen ts "= P's you: 
hold the King, put it on. 

For if your partner holds the: 
Ace you do no harm, and if the 
King is taken, the adverſaries have 
played two honours to one. 


| 12 SECOND HAND. 


An exception to this rule is 
when you hold King, ten, with 
mall ones for by paſſing the 
Queen, if your partner holds the 
Ace, you moſt probably win every 
trick in that ſuit ; and if the Ace 
is againſt you it is the ſafeſt play, 
as you have reaſon to ſuppoſe the 
leader holds the Knave. 5 

13. Fa Knave is led, and you 
hold the Queen, put it on. 
For at the worſt you bring | 


down two honours for one. 


. If a King is bed, at | 
bold Ace, Knave and ſmall ones, | 
3 play the Ace. | 


For it capnot do the 3 
a greater injury. 


THIRD 


THIRD HAND. 13 
THIRD HAND. 

1. Having Ace and King, play, 
the Ace, and return the Kang. | 
Becauſe you are not to ap. 


the command of . partner's. 
ftrong ſuit. 


2. Having be and Queen, play 
| the Queen, and if it wins return the 
dee. be, 
For if the King is againſt you, 
it is wotth taking the chance of 
its not being in the laſt hand'; un- 
leſs you hold ſo many of the ſuit 
that there is reaſon to apprehend - 
the fecond round will be trumped, 
in which caſe do not fine6G, * 

3. Having Ace and Knave, 


2 


partner's hand. 


14 TH IRD HAND. 


play the Ace, and return the | 
Knave. 
The Knave is returned in or- 
der to ſtrengthen your partner N 
hand. 5 
4. Having King and Nuave, 
play the King; and if it WINS re- 
turn the Knave. ; 


Becauſe it will 9 your 


partner's hand. Fe 


x. 1 Always put on the beſt 


when your Partner leads a ſmall 


icard, except in the caſe of Ace 


| Queen, as before mentioned. 


Becauſe it beſt ſupports your 
6. r_ 


FOURTH HAND. 15 


6. 74 you Bold the Ace and 


ene ſmall card only, and your 
partner leads the King; it is ſome- 


times right to put on the Ace and 


return the ſmall one. 


For otherwiſe your a will 
be an obſtruction to his ſuit. 


' FOURTH HAND: 
1. If a King i ted, and yon 


= Ace, Knave, and a * | 


= coppating the Queen to 
follow, you will probably make 
both Ace and Knave. 


2. N. 0 the third 1 7s 


4 weak m his partner's Jad, you 
—_ 


— — — . — 


eee in _ hand (urileſs | 


16 FOURTH HAND. 
may often return that ſuit to grea 0 
advantage. 


But this rule muſt not be aps 3 
plied to trumps, unleſs my are ind 


very ſtrong indeed. 


cas Es in which you ſhould re- 


turn your partner's lead im- 
mediately. 
1. When you win with the Ace, 
ond can return an honour. 

For then it will ny Meg. 
en his hand. 5 
. When K Jeads a cramp. 

In which caſe return the beſt 


you 


CASES, &, 17 


yon hold four originally.) 
An exception to this ariſes if 
the lead is mate an vRONOUE« 


3. W ben your Feng bas 
rrumpt our. 

For thon. it 1s evident he wants 
to make his great uit. 


4. M. hen you ""W 70 8 card 
in any other ſuit, 

For then you are entirely de- 
pendent on your partner. 5 


CASES in which you ſhould not 
return your partner 8 * im- 
mediately. * 


63 % Þ 


Fo Y v in n the Kings 
| C Veen, th 
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43 CASES, Yes: 


1 or Knave, and have only 


all cards remaining. 


For the return of a ſmall card 
will more diftreſs, than ſtrengthen 
your partner. — 

2. 1} you hold a good ſequence, 


For then you may ſhew a 
ſtrong ſuit, and not injure his 
hand. 


3 you have a ; firong fait. 


3 leading from a ſtrong 
mit is a direction to your partner, 


and cannot injure him. 
4. F. you have a good hand. 
7 or in this caſe you have a 
right to conſult your own hand, 


5. if 


and not your partner's, 


Of Leaving TruMPs. 19 


5. If you hold fre trumps. 


For then you are warranted 
to play trumps if you think it. 
| right. 


Of LEADING TRUMPS. 


1. Lead trumps from a ſtrong 
hand, but never from a weak, 
one. Gb 

By which means yon will ſe- 
cure your good cards from being 
trumpt. 


2. Trump not out 3 4 [IP 
hand, altho' you bold froe final 


| * Ain ps. | 


For ſince your cards are hots 
We. it 


26 Of LEADING TRUMPS- 


it is only trumping for 'the adver- 
faries good ones. 


3. Having Ace, King, Knave, 
and three ſmall trumps, ply Ace 
and King. 


For the probability of the 
Queen's falling is in your fa- 
your. | | 

4. Having Ace, King, Knave, 
ond one or two ſmall trumps, play 
the King; and wait the return 
from vour partner to * on the 
 Knave. 
This method is in order to 
win the Queen, but if you have 
particular reaſons to with the 
n out, play two rounds - of 


en 


of Luaping TRUMPS- 2 


3 trumps, and then your ſtrong 
ſuit. 2" 65 ma 


5. N Ace, King, 1 ro. 
or three . rhe lead a ſmall 2 
, 

This method is with a view 
to let your partner win the firſt 
trick, but if you have good rea- 
ſons for getting- out the trumps 
play three rounds, or play Ace 
and King, and then proceed with 
your ſtrong fuit. 


6. If your adverſaries are eig by 
and you hold no honour, throw, * | 
your beſt trump. | 

For if your Partie has not 
two honours you have loſt the 
game, and if he holds two ho- 


La 4 I nours 


22 Of LI A DING Tnoups. 


nouts it is moſt advantageous for 
you to lead a trump. 


7. Having Ace, Queen, Knave, 
and fmall trumps, play the Knave. 

For by this means, only the 
| King can make againſt you. 


8. Having Ace, Queen, Ten, 
and one or two ſmall trumps, lead | 
2 fmall one. | | 
For it will give your partner 
a Chance to win the trick, and 
keep the command in your own 


hand. 
9. Having King, Juoen „Ten, 
and ſmell irumps, lead the King. | 


For if the King is lot, upon 
* „ 


Of LEA TRUMPS. 23 


the return of trumps you N 
fineſs the ten. 

10. Having King. Knave, 
Ten, and ſmall ones, lead the 
 Knave. © 

Becauſe it will 1 the | 

adverſaries from making a ſmall 
trump. 
11. Having Veen, na 
Nine, and Small trumps,” lead the 
Aueen. 

For if your e holds the 


Ace, you have a good chance of 
making the whole ſuit. [ 


12. Having Queen, Knave, and 
two or three ſmall e lead the 


Queen, 
"© 4 . an 
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* Of Leaving TR UMPS.. h 


For if your partner holds the 
Ace, you have a good chance for 8 


making the whole. ſuit. r 


13. Having Knave, Ten, Eight, 
and ſmall trumps, lead the Knave: + 

For on the return of trumps, 
you may probably fineſs the —— 
to advantage. E 


14. Having Knave,. Ten, and 
three ſmall trumps, lead the Knave. 

Becauſe it will moſt diſtreſs 
your adverſaries, unleſs two ho- 
nours are held on your right 
hand; the odds againft which is 


about three to one. 


15. Having pnly fmall trumps 
* with the bel. . 


By this play you will ſu pport 
your partner all you can. 


16. Having @ oquence, 1 5 


uiith the higheſt, _ 
By this means your partner 18 
| beſt inſtructed how to play his 
hand, and cannot um be in- 
n 


1 7. If an honour is turned up 
en your left, and the game much 


5 againſt you ; lead a a the fir ff | 


opportunity. 
For your game being deſpe- 


rately bad, this method is the: 


moſt likely to retrieve it. 


18. In all other caſes it is 
dangerous leading thro an honour, 


—— — — 


26 Of LEA DING TRUMPS. 


unleſs you are firong in trum or 
have a good hand. 

Becauſe all the advantage of 
trumping thro an honour, lies in 
the fineſſing of your partner. 

19. Suppofſing hereafter it is 
proper to had trumps. I, an 
| honour is turned up on your left, 
and you hold only one honour 
with a ſmall trump; throw off 
the honour, and next the ſmall 
one. 

Becauſe it will greatly ſtrength- 
en your partner's hand, and can- 
not hurt your own. 

20. If an honour is ws up 
on the left, and you hold a Sequence, 
lead the bighef of it, 


Of LEADING TRUMPS. 27 


Becauſe it will prevent the 
laſt hand frem W Jun 
partner. | 


21. F . Is rarn'd up on | 
the left, and you hold Ace, King, | 
and a ſmall one; lead the fmail 


| trump. 


Becauſe you will have a chance 
for getting the Queen. 


2% © # Queen is, turned up 
on your left, and you hold the 
Knave with ſmall ones, lead the 
Knave. 

For the Knave can be of no 
ſervice ſince the Queen: is on 
your left. 


23. If an honour is turned up 


by 


28 Of LEA DIXG TRUM PS. 


by your partner, and you are. ſtrong 
in frumps „ lead a ſmall one; ; but” 
F weak in em lead the beſt Ju 
gave. 
Buy this play the weakeſt hand 
will ſupport the ſtrongeſt. | 
24. If an Ace is turned up on 
| the right, and you hold King, 
Queen and Knave, lead the Knave.. 
For it is a ſecure lead-— 


25. If an Ace is turned up on 
the right, and you Bold King, | 
Queen and Ten, lead the King; 
and upon the return of trumps play 
the Ten. 24 


For by this means you thong 
A * ſtrength to your part- 


ner, 


2 


Of LeaDing TrUMPS. 29 


ner, and will probably make two 
tricks i in them. SALA, 


26. If a King is turned up on 
the right, and you hold Queen, 
Nuave and nine, lead the Knave; 
and upon the return of trumps play 


the nine. 


Becauſe it may prevent the 
Ten from making. 


27. Fa King is Ley up on 
your right, and you hold Knave, 
ten and nine, lead the nine; and 

upon the return of trumps phay the 
ten. | „ ! 

Becauſe this method will .beſt 
diſcloſe your ſtrength in trumps... 

28. If a Queen is turned up on 
8 1 


4 
/ 


30 Of LEADING TRromMPs. 


the. right, and you hold Ace, 
King 'and Knave, lead the King: | 
and upon the return Us trumps play 
Zhe Knave. 


Becauſe you are certain to make 
the Knave. 

29. If a Queen is turned up 
on. the right, and you hold Ace, 
King and ſmall ones, lead the King ; 

and upon the return of trumps 
you may fineſt, unle * the . 
falls. 

For otherwiſe the ths will 
make a trick. 

If a Knave is turned up 
on the right, and you hold King, 
Queen and ten, lead the Queen; 


Of LEA bINMG TRUMPS. 31 


and upen the return of n py "I, 


the ten. 


For by this means you will = 


make the ten. 


31. Fa Knave is _ up 


en the right, and you hold King, 
Queen and ſmall ones, lead the 
King ; and if that comes hore * 
4 mall one. , 


For 'tis probable your . 


holds the Ace. 

32. J a Knave 1s turned up 
on the right, and you bald King, 
ten, or Queen, ten, with two fmall 
cards, lead a ſmall one; and upon 


Ten. 
For 


the return of trumps play 1 5 W 


2 When you turn up an Honour, 


Por tis five to four that your x 
once holds one honour. TR 


When yon turn up an Hon. 


1. F you turn up an Ace, and 
bold only one ſmall trump with it, 
if either adverſary leads the King, 
put on the Ace. 


For it can do the adverſaries no 
greater injury. fd 165 

2. / jou turm up an Ace, and 
304% two or three fanall trumps. 
"with it, and either adverſary 
ads the King, put on a ſmall 
For if you play the Ace, 


4 
When you turn up an Honour. 33 
you give up the command in | 
trumps. : | 


3. If you turn up. a King, | 
and hold only one ſmall trump 

with it, and your right hand 
adverſary leads a trump, play the 

King. | 
This caſe is really geen | 
doubtful, and very good Pen | 
think differently. . 


4. you turn up a King, 
* hold two or three ſmall 


trumps with it, if your right hand 
adverſary leads a 1 play a 


0 ſaall one. 


It being the beſt way os ſecur- 
ing your * 10 5 


D 1 


34 When you turn up au Honour. 


5. If you turn up a Queen or 
Knave, and hold only ſmall trumps 
with it, if your right hand ad- 
verſary leads a trump, put on a 
Small one. 


It being the ſecureſt play. 
6. If you hold a ſequence to 
the honour turnd up, play it 
aſt. a 
Buy this means your partner 
will be the beſt acquainted with 
our NT in trumps. 


Of playing for the Odd Trick. 


1. Be cantiont of trumping 
out, notwithſtanding. you Wakes a 
good hand. 


5 For 


Of playing for the Odd Trick. 35 
For fince you want the odd 
trick only, it would be abſurd to 
play a great game. | 

2. Never trump out if your 
partner appears likely to trump a 
fuit. 

For it is evidently beſt to let 
your partner make his trumps. 


3. 1f you are moderately firong 
in * it 7s right. 70 * 
your partner. 


For by this means you F. 
bly gain a trick. 


4. Make your tricks ad ond 


be cautious of fineſſing. 


That you may not be greatly 
| D2 in- 
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36 Of playing for the Odd Trick. 


injured, tho' you fail of making 
the odd trick. 


F you hold a ſingle card 
of any ſuit, and only two or 
three ſmall trumps, lead the jingle 
card. 


For it will give you a chance 
of making a ſmall trump. 


GENERAL RULES. 


1. Be very cautious how you 
change ſuits, and let no arti- 
ice of the adverſary induce you 
— 

Keep a commanding card 


to bring in your ftrong ſuit aohen 
the 


GENERAL RULES. 37 


the trumps are out, if your hand 
will admit of ſuch pretenſſons. 


3. Never keep back your part- 
ner's ſuit in trumps, but return 


them the fir opportunity. 


4. If you hold a ftrong ſuit and 
Fa. ow trumps, rather force your 
adverſaries than lead trumps ; un- 
leſs you are Jong # in the other ſuits 
likewiſe. 


8. Aare to make the odl trick 


| when it is in your power. | 
6. Always conſider the | ſeores, 
and play your hand accordingly. 
7. In a backward game, you 
may often riſt ene trick in order 
to win two; but in a forward 


=_— - game 
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game you are to be more cautious ; 
unleſs you have a good PR of 
getting up. 

8. In returning your partner's 
lead play the beſt you have, when 
you hold but three originally. 

9. Remember what cards drop 
from each hand, how many of each. 
fait are out, and what is the beſt 
remaining card in each. 


10. Lead not originally from a 
fuit of which you have Ace and © 
Queen, Ace and Knave, or King 
and Knave ; if you hold another 
moderate fit. | 


. neither of your adver- 
faries will lead from the above 
* ſy 
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 fuits, you muſt do it yourſelf of wi a2 
9 card. 


. You are flrong in trumps 
with ** ſmall ones, or three F Jun 


ones and one honour. 

13. Do not trump a card when 
you are ſtrong in trumps, and the 
more eſpecially if you hold a frrong 
fu it „ 3 | 
14. If you bold on 4 few 
ſmall trumps, make them 1 if you 
can. | PE. 
15. your partner * refuſes to 
trump a ſuit of which he knows you 
have not the beſt, lead him your beſt 

trump the firſt opportunity. TT 
= your partner has trumpt 
4 Je; 
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a ſuit, and refu 2 2 Play trumps, 
lead him that ſuit again. 

17. Never force your part- 
ner. but when you are ſtrong in 
trumps, unleſs you have a re- 
nounce yourſelf, or want only the 
odd irich. '* 

18. If the adverſaries trump 
out and your partner has a re- 
nounce, grve him that ſuit when 
yon get the lead, if you think be 
Sas a ſmall trump left. 

19. Lead not from an Ace ſuit 
5 originally, i you hold four in num- 
ber of another ſuit. 

20. When trumps are either 
returned by your partner, . or led 
wo the adverſaries, you may f- 


neſt 
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wſ deeply in them; keeping the 
command all you can in your own 


band. 


21. If you lead the King of 
any ſuit and make it, you muſt not 
thence conclude that your partner 
holds the Ace. 


22. It is ſometimes proper to 
lead a thirteenth card, in order to 
force the adverſary, and make your 
partner laſt player. 

23. If weak in trumps make 
your tricks ſoon, but when firong. 
in them, you may play a more 
backward game. 


24. Keep a ſmall a of 
your partner's firſi lead, if poffible, 


in 
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in order to return it when the 
trumps are out. 
25. Never force the adverſary 


with your beſt card of a ſuit, 
wnleſs you have * fecond beſt 


alſo. 

26. In your partner's lead, 
© endeavour to keep the command 
in bis hand, rather than in your 

0WN. 

27. If you have a "ow, * 
generally better to purſue it 4 
to trump out; aliho you ſhould 
be ſtrong in trumps with a 1 


ſuit. 
28. Keep the trump you turn 


up, as long as you properly can. 
os . Ben 
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29. When you bold all the 
remaining trumps, play one of 
them to inform your partner; 
and then endeavour to put the lead 
into his hand. 

39. It is better to 1 from 
Ace and nine, Shan from Ave 
and ten. 

31. It is better to lead trumps 
thro an Ace or King, than thro 

ueen or Knave. 

32. V you are dun to the | 
laſt trump, ſome winning cards, 
and one loſing card only ; lead the 
hjing card. 

33. {1} only your partner has 
trumps remaining, and he leads 
@ ſuit of which you hold none; 
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, you have a good quart (or ſe- 
quence of four } throw w the 
m__ of tt. 

34. If you have an Ace with 
one ſmall card of any fuit, and 
feveral winning cards in other 
ſuits; rather throw away ſome 
winning card than that finall 
ne. 

35. ou hold nh one honour 
with a ſmall trump, and wiſh the 
trumps out; lead . the honour 
= 7 
36. If trumps have been led 
thrice, and there be two remaining 
in the adverſaries hands; endea- 
wvour to force them out. 

27. Never play the beſt card 
= of 
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of your adverſaries lead at fecond 
hand, unleſs your partner has none 
of that ſuit, or you are apprehenfive 
the next round will be trumped. 
38. If you have four trumps, 
and the command of a ſuit where- 
of your partner has none, lead a 
' ſmall. card in order . be may 
* it. 


you hold Ave * 
with a good hand, play trumps and 
clear your adverſaries hands of them. 


40. If you hold the Ace and 
three ſmall trumps when the ad- 

verſaries lead them, and have no 
particular reaſon for ſtopping the _ 
ſuit; let them quietly make King 
and Queen, and on the third round 
Ver the Ace. 


41. Sup- 


— — —— —— — —ũ—)—.k 
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41. Suppoſing yourſelf leader 
with three ſmall trumps, one ſtrong 
fuit, one moderate ſuit, and a fingle 
card; begin with the ſtrong ſuit, 
and next lead the fingle card. 

42. Be careful how you fort your 
cards, left a ſharp and curious eye 
ſhould diſcover the number Fe your 


Zrumps. 


CALCULATIONS. 


1. It is about 5 to 4, that your 
partner holds one card out of any 
2. It is about 5 F 2, that your 
partner holds one card out of any 


three. 
To 
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3. It is about 4 to 1, that your 
partner holds one card out of any 
four. | 

4. FRY to 1, that your part- 
ner does not hold a certain card. 

5. It is about 3 to 1, that your 
partner does not hold two cards out 
of any three. 

6. It is about 3 to 2, that your 
partner does not hold two cards out 


of any four. 


A Table 
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A TABLE of Crances for 
WINNING. | 


At any ſcores of the game except 8 and 
9, the odds of winning is nearly in a re= 
ciprocal proportion to the points wanted, 
as by the following Table; ſuppoſing D 
the dealer, and E the elder hand. 


Scores of The odds for Or 

D and E. D, nearly. nearly. 
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A TABLE ſhewing the Odds 
of the Dealer winning the Rub- 
bers, againſt the Elder Hand; 
ſuppoſing he has won the firſt. 


Game. 
"yz Scores for Odds for D, 
— D and E. nearly. 
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LAWS of the Game at WIIIS T. 
from HOYLE. 


= F* any perſon plays out of bis 


turn, it is in the option of ei 


ther of his adverſaries to call the 


card ſo played at any time in that 
deal, provided it does not make bim 
revoke ;. or if either of the adverſe 


party 1s to lead, he may defire bis. 


partner to name the ſuit he chuſes 


to have him lead, and when a ſuit is 


then named, the partner muſt play it 
if be has it. 


2. No revoke to be claimed till 
the trick is turned and quitted, or 


_ the party who revoked, or his part- 
ner, have played again. 


3. Fa a revoke happens to be 


made, the adverſe * may add 
3 
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3 to his ſcore, and. the revoking 
party, provided they are up, not- 
withſtanding the penalty, muſt re- 
main at q. the revoke takes 
Place of any other ſcore of the 
game. | 
4. If any perſon calls at any 
3 of the game, except 8, either 
of the adverſe parties may call a 
new deal; and they are at liberty 
to conſult each other whether they 
will have a new deal." 

5. After the trump card is ſeen, 
no body ought to remind his partner 
40 call. 

6. If the trump card is ſeen, no 
honours in the preceding deal can be 
fet up, unle eſs they were before 
claimed. | 

7. If any perſon ſeparates a 
card from the reſt either of the 
ä 
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adverſe parties may call it, Pro- 
vided he names it, and proves the 
ſeparation ; but in caſe he calls a 
wrong card, either of the adverſe 
 farties may once call the higbeſt or 
loweſt card in any ſuit led during 
that deal. 

8. Each perſon ought to lay 
Bis card before him ; after be has 
done ſo, if either of the adverſe 
parties mix their cards with his, 
his partner is entitled to demand 
each perſon to lay his card be ere 
Bim. 

9. If any perſon revokes, and 
before the cards are turned diſ 


covers it, the adverſe party may 


call either the higheſt or the Jow- 
oft card of the fuit led, or have 
their option to call the card then 


_ 
1 
9 
i 
i 

1 

11 
* 
j 

* 

=Y 
10 
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played at any other time, when it 
does not cauſe a revoke. | 

10. If a card in dealing is 
turned up, it is in the option of 
the adverſe party to call a new 
deal, unleſs they, or either of them, 
have been the cauſe of turning up 


ſucb card; in which caſe te dea- 


fer has the option. 

11. J the Ace, or any other 
card of any ſuit is led, and it 
ſhould ſo happen that the laſt 
player plays out of bis turn, whe- 
ther his partner has any of the 
fuit led or not (provided you do 
not make him revoke} he is neither 
intitled to trump it, nor to win 
Zhat trick. . 

12. F a card is faced m the 


| Hack, they muſt deal again, except | 


at is the I of card, 
1 3. None 
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13. None of the players are 
to take up, or look at their cards, 
while any perſon is dealing; and 
F the dealer ſhould happen to miſi 
deal, in that caſe he ſhall deal 
again ; and if a card is turned 
up in dealing, no new deal 7s to 
be called. 
134. When à card is led, if one 
of the adverſaries plays out of hit 
turn, his partner ic not to uin the 
trick, if he can avoid it without 
revokimg. 2 
15. Every perſon ought to fee: 
that be has 13 cards dealt bim; 
therefore if any one ſhould hap- 
pen to have only 12 cards, and 
does not find it out till. ſeveral 
tricks are played, and that the 
reſt of the players have their. 
right numbers, '#he deal ftands 
2 good; 
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. good; and alſo the perfon | h 
plays with 12 cards is to be pu- 
niſhed with each revoke, in caſe 
he has made. any; but if any of the. 
reft of the players ſhould happen to 

| have 14 cards, in that caſe the deal 
_ 7s void. 

16. If any perſon throws his 
cards upon the table, with their faces 
upwards, upon ſuppoſition that he 


has hft the game, the adverſaries 


have it in their power to call any of 
thoſe cards, when they think. proper, 


provided they do not make the py 


revoke. | 
27. 4 vn C are partners 


againſt B and 


3 


A leads a club, 

his partner C plays before the 

adverſary B; in this caſe D has | 

a right to play before his 'part= 
| | FS ner 


1 
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ner B, becauſe 0 played our "a vis | 


zurn. 

18. F any perſon 1 fore Po 
winning every trick in his band, 
he may ſhew his cards upon the 
table; but ſhould it ſo happen that 
he has any lofing card in his hand, 
he is then liable to have all his CAGE 
called. 


19. No perſon ad to "7 
his partner whether he had played 
an honour, while the cards are 
playing. 
20. A and C are partners a= 
gainſt B and D; A leads a club, 
B plays a ſpade, C plays the King 
of clubs, and D-plays a club; B. 
diſcovers. he has. revoked before the. 
trick is turned : 

Very, What is the. penalty? 
3 C may 
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be ſuit led. 


C may take up his card again, 
and ſo may D, and either A or C 
have it in their option to oblige B to 
play the higheſt or the loweſt card of 


21. If any perſon calls at 
the point 'of 8, and his partner 
anſwers, and both the oppoſite 
parties have thrown up their 
cards, and it appears that the 
other fide had not two by honours ; 
in this caſe they may conſult 
with one another about it, and 
are at liberty to fland the deal or 
not. . 
22. And if any body anſwers, 
when he has not an honour, the 
adverſe party may conſult with one 
another about it, and are at liberty 
to fland the deal or not. | 

23. No perſon may take new i 
5 5 cards if 


A a 6 


cards in the middle of a game, 
without the conſent of all parties. 
24. The dealer ought to leave to 
view upon the table his trump card, 
till it is his turn to play; and after 
He has mixed it with his other cards, 
no body is entitled to demand what 
card it turned up, but may aſt what 
is trumps : this conſequence attends 
ſuch a law, that the dealer cannot 
name a wrong card, which he other- 


' wiſe might have done. 
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